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PSYCHOLOGICAL-COMMUNICATIVE AND PRACTICE-ORIENTED
GAMES AS A METHODOLOGICAL RESOURCE FOR
DEVELOPMENT OF LANGUAGE COMPETENCE

The article summarizes the experience of the Department of Social and Humanitari-
an Disciplines of the Mogilev Institute of the Ministry of Internal Affairs in the use of psy-
chological-communicative and practice-oriented games in the educational process. So, the
game «Mafia» is used as a resource for improving the linguistic, communicative, psycho-
logical and ethical competence of students. Also, a role-playing game that simulates real
situations from the practice of employees of internal affairs bodies is a tool for the devel-
opment of linguistic and communicative competence of students. The interdisciplinary na-
ture of psychological-communicative and role-playing games aimed at deepening
knowledge in the disciplines «Foreign language», «Rhetoricy, «Professional ethicsy», «Psy-
chology and pedagogy» is comprehended.

Game technologies are firmly established in pedagogical practice as an effec-
tive methodological resource for the formation of practice-oriented competencies.
Different in the level of theoretical content, the format of performance, timing, num-
ber of participants games provide the teacher with an opportunity to form and consol-
idate applied skills in students, as well as to implement an interdisciplinary approach
in education. The main feature of gaming technologies in the pedagogical process is
the presence of a clearly defined goal related to the educational process, the result
of which can be diagnosed and substantiated in the context of educational and cogni-
tive activity [1].

This study summarizes the experience of the Department of Social and Human-
itarian Disciplines of the Mogilev Institute of the Ministry of Internal Affairs in the
use of psychological-communicative and practice-oriented games in the educational
process.

In particular, the role-playing game «Mafia» is used as an additional resource
for improving the communicative, psychological, ethical and linguistic competence
of students, the development of communication skills in a foreign language.
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The game, which simulates the struggle of informed members of an organized minor-
ity («mafia») with an unorganized majority («civiliansy), has only general framework
rules, providing an opportunity for adapting the format and scenario to the education-
al tasks of a specific academic discipline. Taking into account the specifics of the ed-
ucational process in the educational institution of the Ministry of Internal Affairs, the
narrowness of the special linguistic component and the limited time, we determined
the intersubject nature of the game technology: «Mafia» affects the goals of several
disciplines of the social and humanitarian cycle.

First of all, the role-playing game is aimed at improving communication skills
in foreign languages (English and German) in the context of the tasks implemented
within the framework of the «Foreign language» discipline (studied in the 1st year).
The practice-oriented nature of training at the Mogilev Institute of the Ministry of In-
ternal Affairs implies that cadets have a sufficient volume of professional vocabulary
and special legal terminology, the ability to communicate in conflict situations,
knowledge of the cultural context of speech situations. Conducting games in foreign
languages leads to the formation of relevant competencies. For example, before each
game, participants receive a task containing a list of words and expressions that must
be used as much as possible in dialogues (this criterion is also taken into account
when calculating points and identifying winners).

The communicative orientation of the «Mafia» allows to introduce gaming
technologies into the context of the tasks solved by the academic discipline «Rheto-
ricy, which is studied at the Mogilev Institute of the Ministry of Internal Affairs
in the 2nd year [2]. In particular, during the game, the skills of the logical organiza-
tion of speech, dialogical communication and counteraction to incorrect interlocutors,
the interpretation of non-verbal components in communication and the choice
of an effective psychological model of behaviour are practised. Communication
in a playful way also allows you to assess the students' compliance with the require-
ments for the technique and culture of speech, understanding the general principles of
interaction with the audience. To practice individual skills, thematic tasks are used:
before the game, the participants receive the task to maximize the use of certain rhe-
torical techniques (for example, persuasion rules or techniques for neutralizing nega-
tive interlocutors), the use of which is assessed by the presenter.

The interdisciplinary focus of gaming technologies is also manifested in their
connection with the tasks solved within the framework of the academic disciplines
«Professional Ethics» and «Psychology and Pedagogy» (as part of the integrated
module «Philosophy»). In the first case, we are talking about the formation of skills
to comply with the requirements of ethics of business communication and etiquette
(the corresponding topic is studied by 1%-year students [3]), which requires, for ex-
ample, mastering etiquette formulas in foreign languages, adequate interpretation
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of speech events and speech situations. The skills of psychological analysis of com-
municative partners, self-control, interpersonal interaction in atypical linguistic con-
ditions, influence on interlocutors demonstrated by students during the game.
It makes it possible to assess the assimilation of psychological and communicative
disciplines in general.

Elements of the psychological and communicative game «Mafia» in the Mogi-
lev Institute of the Ministry of Internal Affairs are used, first of all, in the course
of classroom lessons on the discipline «Foreign language (English, German)». Also,
extracurricular work was organized (within the framework of consulting sessions and
extra events) with cadets. In the context of social distancing, in 2021, the online for-
mat was successfully applied using the gaming resources of the inetmafia.ru website.
To participate in the online tournament were invited cadets of 1 and 2 courses with an
average score of 7.5 and higher at the disciplines «Foreign language» and «Rhetoric»
(as a measure of encouragement of the most active and successful). During the tour-
nament, the lecturers of the department organized 3 playgrounds; each of the cadets
took part in 3 games (the approximate duration of one game is 30 minutes), based
on the results of which the winners were determined.

Another developed and implemented game technology is a practice-oriented
game that includes elements of the case method and is based on possible situations in
the activities of employees of internal affairs bodies. During the game, each of the
participants gets one of the following active roles: an employee of the internal affairs
bodies, a witness, a victim or an offender, and finds himself in a simulated situation
close to the experience of employees of the internal affairs bodies. For example, per-
sonal belongings are stolen; petty hooliganism has been committed; a foreign tourist
was injured as a result of the attack, etc. The goal of each of the participants is deter-
mined by the role received, so the goal of the employee is to identify and arrest the
offender, the goal of the witness is a detailed description of what happened, the goal
of the offender is to divert suspicion from himself. Also, each of the participants re-
ceives an additional communicative task. Tasks vary depending on the discipline
taught, the need to work out and improve communicative competencies in it. So, the
tasks can be the development of the skills of conflict-free communication, the use of
certain rhetorical techniques, and the improvement of competencies in communi-
cating in a foreign language.

At the moment, a demonstration lesson using this methodology in the disci-
pline «Foreign Language» is being prepared. According to the lesson plan, it will
consist of such stages as a speech warm-up, a preparatory stage (getting active roles,
setting goals and objectives, explaining difficult points), directly completing assign-
ments, a stage of analyzing assignments, where cadets will receive feedback from the
lecturer about the quality completing tasks, as well as discussing possible ways
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to improve solutions, and the final stage, at which the results of the work will be
summed up. The lesson is planned to be held on the territory of the Mogilev Institute
of the Ministry of Internal Affairs to simulate the situation as close to reality as pos-
sible. The actions of the cadets in the process of work will be recorded on video
for subsequent analysis in the classroom, and in case of difficulties during the lesson,
the cadets will have the opportunity to get the help of the lecturer through the use
of portable radio stations.

The communicative focus of this game technology allows students to master
and improve many competencies that take an important place in the process of train-
ing an internal affairs officer. Cadets have the opportunity to work out the skills
of correct communication, assessment of the psychological state, communication
in foreign languages, the application of the studied theoretical methods of dispute.
Thus, this gaming technology is conceived as a complex form for the development
and improvement of skills studied in most of the academic disciplines taught at the
department.

From the point of an interdisciplinary orientation, this game form allows to talk
about the connection not only with humanitarian disciplines («Rhetoric», «Psycholo-
gy», «Foreign language», «Professional ethics») but also with special disciplines
(«Tactical and special training» and others. Such a wide scope of disciplines enables
students to perceive learning not as a theory, but as a rehearsal of possible real situa-
tions, which qualitatively affects the motivation of students.

Gaming technologies are an effective means of comprehensive diagnostics
of the level of social, personal and professional competencies of students: the format
of events that go beyond the curriculum allows the teacher to assess the behaviour of
participants in atypical (often unpredictable) situations of foreign language communi-
cation.

Thus, we believe that the use of these gaming technologies in the educational
process in the context of obtaining a practice-oriented education of the law enforce-
ment profile is effective to: a) improve the skills of communication in a foreign lan-
guage in a game form; b) development of cadets' communicative competence
in terms of communication in a social and computer-mediated environment; c) im-
proving the skills of non-verbal communication, psychological analysis of communi-
cative partners; d) development of critical thinking, intellectual abilities of students.
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Ilcux0/10r0-KOMMYHUKATHUBHbIE W TPAKTHKO-OPUEHTHPOBAHHBbIE MIPbI
KAaK MeTOAUYeCKHIl pecypc pa3BUTHS SI3bIKOBOIl KOMIIETEHTHOCTH

B nanHoM wuccnenoBaHum 0000maeTcs  ONBIT — Kadelnphl  COLUAIBHO-
TYMaHUTapHbIX IUCHUIUIMH MorwieBckoro unctutyra MBJI B ucnosnbs3oBaHumn
[ICUXOJIOTO-KOMMYHUKAaTUBHBIX W MPAKTUKO-OPUEHTUPOBAHHBIX HUIP B Y4YEOHOM
pouecce.

B wyacTHOCTH, B KauecTBe JOMNOJHUTEIBHOIO pEecypca COBEPILICHCTBOBAHUS
KOMMYHHKATUBHOM, TICMXOJIOTO-3TUYECKOM W JIMHIBUCTUYECKOW KOMIIETEHTHOCTH
00y4aroImuxcsi, pa3BUTUSI KOMMYHHKAaTUBHBIX HAaBBIKOB Ha MHOCTPAHHOM SI3bIKE HC-
noJib3yercs posieas urpa «Madus». Urpa, kotopas moaenupyer 00ps0y uHbpopMU-
POBAHHBIX JPYT O Ipyre WICHOB OPraHU30BAaHHOIO MEHBIIMHCTBA («Mapun») c HEOp-
TaHU30BaHHBIM OOJIBIIIMHCTBOM («MUPHBIE KUTEIN» ), UMEET JIUIb O0IUe PAaMOYHBIC
paBuia, MPEAOCTaBIsAs BO3MOXKHOCTh ISl aJanTanuu (opmata U CLEHapus MOA
y4eOHbIE 3a/1a4yi KOHKPETHOW yueOHoW aucuuminibl. C yyerom crienuduku oopaszo-
BaTEJIBHOrO Mpolecca B yueOHOM 3aBeneHnH cucteMbl MBJI, y3ocTu cnenpaibHOTrO
JUHTBUCTUYECKOT0 KOMIIOHEHTa U OTPAaHUYEHHOCTH BO BPEMEHU HaMU ObLI OIpee-
JIEH MEeXIPEIMETHBI XapakTep UrpoBOM TexHoJoruu: «Madus» 3aTparuBaeT UEIH
HECKOJIBKUX AUCIHUIUIMH COUATBHO-TYMaHUTAPHOTO LUKIIA.

Eme omnoil pazpaboTaHHON U BHEAPSEMOW HTPOBOM TEXHOJIOTUEH SIBIISETCS
NPAKTUKO-OPUEHTUPOBAHHAS UTPa, BKIIOUYAIOIIAs B ¢€0sl 3JIEMEHTHI METO/1a KEHCOB U
OCHOBAHHAs HAa BO3MOXHBIX CUTYyalUsiX B JESATEIbHOCTH COTPYJHUKOB OPraHOB
BHYTPEHHMX Jiel. B mponecce Urpbl KaKaplii U3 yYaCTHUKOB MOJIY4YaeT OJHY U3 CJe-
JOYIOIIMX aKTUBHBIX poJiel (COTPYIHUK OPraHOB BHYTPEHHHX €], CBUAETEIb, MIOTEP-
NEeBLIMH MO0 MPaBOHAPYILIUTENb) U MOMAJAET B CMOJIETMPOBAHHYIO CUTYALIMIO, TPU-
OJIMKEHHYIO K ONBITY paOOThl COTPYJHUKOB OpPraHOB BHYTPEHHMX €I, HaIpUMED,
YKpaJeHbl JTUYHbIE BELIU; COBEPILIECHO MEJIKOE XYJIUTaHCTBO; B PE3YJIbTaTe HAMAICHHUS
NOCTpajan MHOCTPAHHBIA TYPUCT U T. 1. Llenb Kaxk10ro U3 y4acTHUKOB ONpEesieT-
Cs TIOJIyYEHHOM ponblo. Tak, Henpl0 COTPYIHMKA SIBISIETCS YCTAHOBIICHHE U 3aJep-
KAHUE HAPYLIUTENs, LENbI0 CBHJETENS — JETAJbHOE OMHCAHUE MPOU3OLIEIIIETO,
LENbI0 MPABOHAPYIIMTENSI — OTBEACHUE MNOA03peHur oT ceds. Taxke Kax-
JbIA U3 YYACTHUKOB TOJIYYa€eT JOMOJHUTENbHYIO 33]]a4y KOMMYHUKAaTUBHOW HampaB-
JIEHHOCTH. 3a/layd BapbUPYIOTCS B 3aBUCUMOCTH OT MPENoAaBaeMO JIMCUHUILIU-
HbI, HEOOXOAMMOCTH OTPAaOOTKM M COBEPIICHCTBOBAHUS KOMMYHHUKATHBHBIX KOMIIE-
TeHUUMN 1o Hel. Tak, B KayecTBe 3aJady MOXET BBICTYyNaTb OTPAa0OTKa HABBIKOB
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0€CKOH(MIMKTHOTO OOIIEHUS, MPUMEHEHHS OTJEIbHBIX PUTOPUYECKHUX MPUEMOB, CO-
BEPIICHCTBOBAHUS KOMIIETEHUUN IO OOIIEHUIO HA HHOCTPAHHOM SI3bIKE.

HrpoBble TEXHONOrMHU, KaK IMOKa3bIBA€T MPAKTHUKA, SIBISIOTCA JEHCTBEHHBIM
CPEICTBOM KOMIUIEKCHOM AMArHOCTUKHU YPOBHSI COLMATbHO-TMYHOCTHBIX U Mpodec-
CHOHAJIBHBIX KOMIIETEHUUH oOyyaromuxcs: (opmMaT MEpONPUATUN, BBIXOIALIIUX
3a paMKH y4eOHOM MpOorpaMMmbl, MO3BOJISIET MPENOJaBaTeN0 OLEHUTH MOBEJACHHE
YYaCTHUKOB B HETHUMHUYHBIX (HEPEAKO — HEMPOTHO3UPYEMBIX) CUTYALMSIX WHOS3bIY-
HOM KOMMYHHKALIUU.

Takum 006pazom, mojaraem, 4To UCHOJb30BaHUE JAHHBIX UTPOBBIX TEXHOJIOTH
B y4eOHOM MpPOIECCE B YCIOBUSAX MOTYUYEHUSI IPAKTUKO-OPUEHTUPOBAHHOTO 00pa3o-
BaHUS NPABOOXPAHUTENBHOrO mNpoduis 3PQPEeKTUBHO B LENSIX: a) COBEPUICHCTBO-
BaHUs HaBBIKOB OOIICHMS Ha MHOCTPAHHOM SI3bIKE€ B UTPOBOM ¢opme; 0) pa3BUTHS
KOMMYHUKATUBHOM KOMIIETEHTHOCTH KYPCAHTOB B YCJIOBHSIX OOIICHUS B COL[UATBHON
U KOMIIBIOTEPHO-OMOCPEIOBAHHON Cpefie; B) COBEPIICHCTBOBAHUSI HABHIKOB HEBEP-
OaJIbHOTO OOILEHUS, TCUXOJOTUYECKOr0 aHajnu3a KOMMYHUKATHUBHBIX MapTHEPOB;
') Pa3BUTHUSI KPUTUYECKOTO MBIIUICHUS, UHTEJUIEKTyaIbHBIX CIIOCOOHOCTEHN 00yuaro-
HIMXCAL.
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